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NEWSLETTER MQ. 18: SEPTEMBER 1983 


Dear Members. 

Herewith the September 
lower. 


Newsietter.lt ear be a little shorter than usual but the quality Mi II not be any 

>' ^ ' 


Our next meeting Mill be at 7.38 p# on Wednesday 5 October at the TAB BuiIdins on Lambton Auay.At that 
eeetins we Mill demonstrate WACE Tape 17 (SCREAMING DEMON, ROSE-PLOTS, ROAD-BLOCK, NUMBER PUZZLE, and ANTIC 4 
I 5 DEMO). Tapes 1-G, of course. Mill also be on sale, as Mill blank tapes. As part of our policy of 
encouraging indisenous talent, prosrammes developed by members mill be demonstrated (Jeremy Buckley being 
hopefully only the first). Bruce Goidstone t Jeremy White mill be bringing along their ’add-on* keyboards for 
the Atari 488. Disk 12 of the Group’s library will be Presented. Stephen Aranyi Mill continue his dissertation 
on Player Missiles, while "Chopiifter" and “Atarimriter* will be demonstrated. A full bill! 


Would members Please remember to return your Member’s Survey either at the next club meeting or by post 
and also to bring the programmes you have typed in for the club’s library. 

In the last month the club has made very considerable progress. Some of the highlights include: 

(a) the installation of the first 48k memory boards manufactured by Paul Satherly of Wansanui. 
Members wishing to set in on a rather good deal should contact Neil Upton. 

(b) Peter Georsiou has Placed with the club the 100 programmes he received when his Atari mas 

purchased from England’s "Silica Shop". 

(c) we have received another of the very good disks put out by our American counterparts, the Rtari 

Computer Enthuiasts" of Oregon. _ 

(d) we have also purchased one of the educational disks put out by San Mateo County.The programmes 

are good: your Secretary has never Played "Hangman" in French before, while the geographical programmes showed 
conclusively -that the information base used in his degree subjects does not now exist!! Ttese programmes have 
been Placed in the Club Library, which has in all, nearly doubled in the last two months. 

(e) Neil UPton has been appointed our "OUT OF TOWN L1ASI0N IEMBER". We are now acquiring a good y 
number of out of town members and their interests require proper servicing. Neil’s Postal address .s: 38 FYVIE 

AVENUE, LINDEN, WELLINGTON. (WONE 328473) . 

(f) "ANTIC" magazine has arrived. As most of you know,"ANTIC" is one of the three American magazines 

exclusively devoted to Atari. Michael Nunro, our Print Librarian, has the magazine. Some of the items in the 

attached supplement are from "ANTIC",and we would draw your attention to the article on the head alignment 

problem of the Atari Casette Recorder. 


One other point, 
Sunday 2nd October. 


Keith Hobden will be resuming his tutorials on Basic at Thorndon School, beginning next 


Finally we include in this Newsletter the instructions for using "Tiny Text*. This is done so that new 

members can use this good word-processing programme. It is also a hint to our members that they should be 

writing articles for this Newsletter! Our grateful thanks to those who have already. 


Des Rowe 
Secretary. 



X 

*** SHOPPING (FOR YOUR ATARI) IN SINGAPORE/HONG KONG *** 
by Peter Yu 


Late in ’82, while I was on business in both Singapore t Hons tons. I brousht ay expanded 48K ATARI, Plus 
a strins of peripherals, Plus education prosraaaes and saaes (must not forset saaes!). Hhr, you aay ask, 
should I risk the NIL warranty by burins overseas? The answer is siaplr 'simple economics". The whole packase 
cost ae only about l/3rd before Iaport Duty (1/2 with the duty Paid) to what I would have had to Pay for the 
swe iteas in New Zealand and besides, at the time, soae of the software was not available in New Zealand 

then. . . 

Generally speaking aost visitors to Sinsapore/Hons Kons spend an averase of 3 to 7 days only, which is 
not a lot of tiae if you have to shop around and still be able to enjoy your holiday there, hence I wish to 
share with you some of ay personal experiences in the DQ’s and DONTs *dien shopping for a coaputer there. 
Hopefully this inforaation will save you soae foot-work, with tiae to enjoy otter activities other than 
shoPPins (My wife would like to contest anyone who an sussest better^ activities while one is m 
Sinsapore/Hons Kons!), and of course, least to aention the savins of vitamin "MV 


BEFORE YOU LEAVE FOR YOUR TRIP! ; 

DO try to find out everything on the coaputer and peripherals that you -intend to bur (e.s. voltase use in 
N.Z., tecniical details, prices in N.Z., etc..) 

DO check with the Custoas Dept, for Possible iaport duty, sales tax, iaport licence required, etc., so 
that you aay add these to the price offered overseas to see if it is still worth your while to buy the itea 

AND brins it back. 


ONCE YOU ARE THERE: 

DO equip yourself with a calculator to work out the exchanse rate so that you know how auch a price is in 

N.Z. dollars, so that you’ll know whether it is a sood buy. 

DON’T buy from the first shops that you happen to find the soods that you want, WAIT (I 90t 4 different 
* prices, each one lower than the Previous, as I walked further away froa the tourist area). 

DON’T try to shop around on foot (one shoppins complex alone in Singapore housed over 100 shops and there 

are lots of coaplexes!). 

DO 'let your finner do the walking" by usins the Yel low Pases to find the shops that carry the soods and 
narrow it down to the best Prices offered before you pay thea a Personal visit. 


WHEN YOU ARE IN T* SHOP: 

V ! J. v 

DO ask asain that the prices quoted over the Phone are for the COMPLETE WORKING MODEL (soae will try to 
sell you the coaputer and the power adapter sepefately, which can work out expensive in the whole). 

DON’T let the salesperson talk you into buying a cheaper substitute or any other itea(s) than that which 

you really need. . 

DO insist on a deaonstration of the itea that you are burins and aake sure that the one dewonstrated is 

the saae one ttet you are taking away with you. 

ON PAYING FOR THE GOODS: 

DO count out the aoney infront of the salesperson when paring by cash. 

DO insist on the CARD-HOLDERS’ RECEIPT when paying by credit card (it has been known for the aaount to be 

altered if the custoaer leaves this receipt with the shop). 

DON’T pre-pay for any soods which are 'not readily available'. (Personal experience has shown ae that 
'available tomorrow' can stretch to 14 'tomorrows' and you aay not have the tiae to wait, and REFUNDS ARE RARE 
there.) 


Nell, as I have said these are but ay own personal experiences, if there is any one who is interested in 
obtaining the names l addresses of the shoos where I have found satisfaction, they may contact ae at 720-&* 
(between 2 to 5 p. a. Honday-Friday). 




***** BITMAPS ***** 
(or 25 And All That) 


If you are tike ae and turn to Toot rot Flats" first you Mill already have seen .the "H.A.C.L BITMAPS 
included in this tewsietter. Non your reaction Mill probably been one of the followiiws 

a) I don't need those. 

b) Great, just Mhat I needed. 

c) What the tt#' are these for! __ . „ lir ri .. r . rt .r 

Well «t «* Vi' mom* rail r. Mm X MtherM iou ml oimm rain Mil ***m;t* rail Ch.r.«« 

C i2n!r ml ~ »M»« « I «« Mr * ct,r 

seneration. v 

Now, for the "c’s" anonfst you an explanation is in orders 

The characters <e.s. letters, w*bers, sywbols) that appear on your conputer screen are Part of the 
otort character SET that coMes as a standard part of your computer. This character set is stored away in 

Z STEJT.Z. £T«Z.r rai tUP. 1. • a«*W « « »*««. T» charicter « « «- 

« 08iZZ «!«.,«. «ch « Mich is M* .. « 8 M* *. W1E !• m* » « • MS -»« 
•axes 64 BITS per character and a srand total of IB24 BYTES UK) storase f^r the character set. While Me are 

on jarson 256 BYTES= 1 PAGE Hhich fives 4 PAGES* IK. Confused? Hans around, U sets easier. 

The 8 BYTES that sake up a character are stacked on top of each other to Make a s r £ un 

beloM. It is on this srid that the character is drawn (see exannle). The squares of the arid are siven the 
values 128,64,32,16,8,4,2. and 1 froe left to rifht. The value of each BYTE is then calculated by add,ns up 
all the squares in the row which have been filled in. 64 16 4 1 

BITS- 7 6 5 4 3 2 1 0 128 32 8 2 

BYT El IMlll fT 

BYTE 2 _ 

BYTE 3 _ 

BYTE 4 _ 

BYTE 5 _ 

BYTE6 _ 

BYTE 7 _ 

BYTE 8 II - 

All very nice but so what? Well the thins is that you don’t have to use the character set provided, you 
can desisn and use one of your own! All you need to do is sit down w.th some sranh p ** r ’ TI 

characters, use your W.A.C.E. BITMAPS to quickly find the value of each row and then wnte a Prosran not 

unlike the one below. Good luck, KWH. 


126 32 8 2 


i r~M r r r \ 

48 

m hh 

120 

■■■ mmwM 

24 

Ml llll 

24 

■■ mmmmi 

48 

J 1 1 1 1 1 

96 

I m ■■■ 

220 

■1 

254 


* MEHT0P=256*PEEK (742) s REM TOP OF EMORY 
B CHBAS=256*PEEK(756)s REM START OF STANDARD CHARACTER SET 
« FOR BYTE=8 TO lB23sREM FOR EACH BYTE OF CHARACTER SET 
id POKE MEHT0P-1B24+BYTE,PEEK(CHBAS+BYTE)!REM PUT IWftT’ S IN ROM IN RAM 
>8 EXT BYTE 

58 FDR CHARACTERS TO 2’. REM FOR EACH NEW CHARACTER 

« READ JtREM GET NUMBER OF CHARACTER TO BE OVER-WITTEN __ 

38 J=MEMT0P-1B24+J*8*• REM CfLCULATE STARTING POSITION OF THIS CHARACTER IN CHARACTER SET 

98 FOR BYTES TO J+7:REM FOR EACH BYTE IN CHARACTER 

88 READ L!REM GET NEW VALUE AS GIVEN BY BITMAP CHART 

IB POKE BYTE, L! REM STORE MEW VALUE MAKING UP IEW CHARACTER 

2B NEXT BYTE 

3B t€XT CHARACTER 

AB GRAPHICS 2 rPT 

58 POKE 756,(MEMT0P-lB24)/256sREM CHANGE POINTER FROM OLD TO NEW CHARACTER SET 
£8 POSITION 9,3s? #6>CHR$(32*36)sREJ1 TOP HALF OF MDA 
!7B POSITION 9,4s? !6?CHRt(32+37)sREH BOTTOM HALF OF HOA 
88 POSITION B,6s? |6;"H0A* 

SB DATA 36,48,120,24,24,48,96,220,254 
m DATA 37,127,63,3B, 22, IB, 18,34,4 








"BREAKOUT" 


Simple BASIC knock them down Same. No 
trick used. Tape it in and see if aou c 
an inProve it. L.L.Beh. 


100 Xl=2'X2=37 ! X3=8 ! X4=8 ! Y4=18.' X5=l 1 VS® 
1 > S=0 •• B=5 ' T=0 = H=500 •• C=0 'GOSUB 470 « GRRP 
HICS 3 1 POKE 752;1 ! GOTO 310 
110 FOR X=2 TO 37•• LOCATE X;Y;Z'IF 2=1 
THEN OC+1 

120 NEXT X ! IF Y=0 THEN Y=2'G0T0 110 
130 IF Y=2 THEN Y=4'G0T0 110 
140 IF 06 THEN GOSUB 310'RETURN 
150 S=3+500'FOR R=0 TO 7'FOR 1=15 TO 0 
STEP -1'SOUND 0;50;10;I ! FOR W=0 TO 5' 
NEXT 14 ! NEXT I« SOUND 0;0;0;0 
160 ? >? "**BONUS SCORE 560 POINTS**"' 
NEXT R'GOSUB 310'RETURN 
170 IF X4=X3 THEN X5=l'Y5=-l'SOUND 0;1 
00;10;14'RETURN 

180 IF X4=X3+1 THEN X5=0'Y5*-l=SOUND 0 
;100;10;14'GOSUB 270'RETURN 
190 IF X4=X3+2 THEN X5=-l»Y5=-l>SOUND 
0;100;10;14'RETURN 

200 COLOR 4'PLOT X4;Y4'COLOR l'PLOT X4 
-X5;Y4-Y5'FOR 1=15 TO 0 STEP -1'SOUND 
0;50; 10; I'FOR 14=0 TO 20'NEXT 14'NEXT I 
210 COLOR 4'PLOT X4-X5;Y4-Y5 1 B=B-1'SOU 
ND 0;0;0;0'GOSUB 240'X4=X3+1'Y4=19 
220 IF X5=0 THEN S-S+5 
230 IF X5O0 THEN S=S+15 
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240 ? "SCORE ";•? " S'? "BALL 

LEFT";'? " "} B'? "BONUS BALL WHEN SC 

ORE= ";H 

250 IF S>=H THEN B=B+1>T=T+1'H=H+400*T 

260 IF B=0 THEN ? "GAME ENDED. YOUR SC 
ORE= "; S' ? "PRESS Fire TO PLA.Y" ' GOSUB 
290'F=1'GOSUB 310'B=5'S=0'T=0 *H=500 
270 IF PEEKC19 >>59 THEN F=1* C=0'Y=0'SO 
UND 0;0;0;0'GOSUB 110 
260 RETURN 

290 IF STRIG< 0>< >0 THEN GOTO 290 
300 RETURN 

310 COLOR l'PLOT Xl;0'DRAi4TO X2;0'PLOT 
X1;2'DRAWT0 X2;2‘PLOT X1;4'DRAWT0 X2; 

4 

320 POKE 19.• 0 ’ IF F=1 THEN RETURN 
330 COLOR 2'PLOT X3;19'PLOT X3+1;19'PL 
OT X3+2;19'SOUND 8;125;10;4 
340 COLOR 3'PLOT X4;Y4 
350 IF Y4=18 THEN Y5=-1=P0KE 77;0»SOUN 
D 0;100;10;14'GOSUB 170'SOUND 0;0;0;0 
360 IF X4=X1 THEN X5=l 
.370 IF X4=X2 THEN X5=-l 
380 IF Y4=0 THEN Y5=1>X5=0 
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***** TINY TEXT ***** 


When the Group purchased, on lour behalf, some discs from ACE, TINY TEXT Mas amongst the programs. Me on 
the Newsletter editorial staff have tried and tested TT extensively over the last couple of Months and have 
now suggested that it be included on Group Club Tape No.3. Which it has been!!! 

TINY TEXT allows you to use your ATARI to type letters, notices, articles for publication, etc.. Not only 
can you type the inforwation in you can chanse it around, display it in its final for« on the screen, output 
it te%t#Wter, save it to cassette or disc, and load previously saved inforwation fTOM Musette <jr disc. 

GETTING STARTED 

First Plus a Joystick in the extreme left hand socket. Then load up tiny text fron the club tape using 
CLOAD, this should take Just oyer 2 Minutes. Then type RUN and press RETURN. 

After a couple of seconds delay the LOAD screen should appear. As this is your first use of TT then you 
will have no inforwation filed away to LOAD so we wi11 cowe back to this screen later. Press the yellow OPTION 
key and TT Mi 11 cycle throush the various screens available: EDIT, PRINT, SAVE, DISPLAY, and then back to 
LOAD. Press the OPTION key until the EDIT screen appears a9ain, this EDIT >cfeen is the one you will be usins 
wost of the tiMe. Press, as instructed, the yellow START key to besin. x 

The Messases at the top of the screen Mill chanse to "some number" FREE* and INSERT TEXT OR ... PRESS 
SELECT TO EDIT. The "some number" indicates how Much space you have left innenory for your text and will 
decrease as you enter text. 

ENTERING OF TEXT 

Start typins in the article you are soins to write for the newsletter and the text will appear on the 
screen in the "WINDOW" between the sets of dotted lines. You can use up to 3 lines before a buzzer indicates 
thi^T#have run out of roow in the window. You can use the cursor arrows, 4 *sert*,^lf§$&jnd back space as 
per normal within the text window. When the window is full, or you run out of thinss to type, Press RETURN and 
the text will wove upwards out of the window. Now continue typin9 until you are ready to review your text. 

CORRECTION OF TEXT 

, This is where the Joystick comes in. To correct (EDIT) text you Must Move the line of text that has the 
error in it to the FIRST LINE BELOW THE WINDOW. Once it is there you brin9 it into the window by pressing the 
yellow SELECT button. Once the line of text is in the window you can overtype/insert/delete as before. But 
back to the Joystick. 

USE OF TIC JOYSTICK 

UP - Moves all text lines upwards. 

DOWN - Moves a 11 text I ines downwards. 

LEFT - Moves alI characters left. 

RIGHT - Moves all characters right. 

BUTTON- Moves to end of text. 

FORMATTING TEXT . + 

The format, or layout, of your text is acheived by the use of control characters embedded in the text. 

These characters will not appear in the final diSPiay/print-out and are used to set such things as Margins 
etc.. The text embedded commands TT now supports are: 

CTRL-E s Ends current Line. 

CTH-I : Indents next line (paragraphing). ( 

CTRL-S * Does a line feed (leave blank line). 

CTIL-T : Tabs x number of spaces (set when displayins/printins). 

CTRl-C ! Sets Center Justify Mode (headings). 

CTRL-P : Does a forms feed (new Page, set when displaying/printing). 

CTRL-F : Sets fill Justify node (neat left and right margins). 

CTRL-R s Sets right Justify Mode (neat risht Margin). 

CTRL-L : Sets left Justify mode (default)(neat left margin). 

CTRL-M : Sets left margin (sequence terminated with "!*)(e.s. CTRL-K20!). 

CTRL-G : Sets line length (sequence terminated with "!")(e.s. CTRL-G3B!). * ' 

CTIL-H : Direct printer commands (sequence terminated with "!")(printer users only). 




u 

***** TINY TEXT (CONTINUED) ***** 


VIEWING LAYOUT OF TEXT trft . characters, the next thin? you want to do is to see what 

lt r.r;.TS«. state. If ^ clear window » •»»- RETURN and then 

press the yellow OPTION key to «t outofEDITwod^ ^ pRINT „ odet If you d0 not ^e a PRINTER skip this 
When you c°«e out of EDH node • t - yQu . ntQ DISPJW »ode. The following instructions 

" ZTmm Id i F^ii fHuow the instruction and Press the yellow START key to besin. 

Too o SET H CONTROLS. There .re 6 different fomt controls that 
Semite "niTa", ore-set to val.es suitable for DISPLAY «*. Yoo Nil, .robablr not have to chanee the. 

unless you are in PRINT node. The format controls are: 

LII€ SIZE - Normally 35 (e.s. this text is 110) 

LEFT MARGIN- Normally 1 (e.s. this text is 5) 

INDENT -Normally 5 (e.s. this text is 5) 

TAB STOP - Normally 10 (e.9. this text is 10) 

PAEE SIZE - Normally 66 (don’t usually worry about this!) 

FORM FEED - Normally 6 (happens at end of Pase). 

If you don’t want the values listed then over-type them with your desired ones. 1 ™ *** appear 
u ♦„ t a ,A ann Mhan ready press RETURN. Your screen wi11 then clear and the text will appear 

:.r™r™Tp, W edon *. i5M “ ,e “ ,hw 

the screen will switch to LOAD mode (from DISPLAY mode) or to SAVE wode (from PRINT mode). 


SfiV£ Nolfthat you have everythin lookins O.K. you really want to save it somewhere. Use the yellow OPTWN key 
to set inl sA^ ^ and then Press the yellow START key to besin. IT will then Prompt you to input the FILE 

naWe ‘ T , yrjU are sjviM t0 cassette then insert your cassette in the Program Recorder and Position it ready to 
. If t (N B UPPerca5e ) for the fi le name and Press RETURN. The key-board will buzz tw.ce as 

S ss s zrz • r 

.» r -,r - r 


“ “on have text that haa nreviousl. bean entered Into TT and is filed a»ax on a disc or cassette then 

" tw ~ r™ ™ *» — « »"« STMT “ “ M91n ' 11 " in 

,he - n «r«r«—*« —*»"Jr^rirbin'r 

. T __ ,-**-• p fu q iiDDprcase) for th*Mi le HifftS PF855 KL! UKi'u \ h6 K.y 

I£-~~ vi: 

ISrbaarjs :rsrr™, r: x,:x:zzr 

eyes!) from the disc. You can then EDIT/DISPLAY/etc.. 


., rasaas r,rsr™r.^,rr.~™»• 

your Newsletter, 


Just TYPE,SAVE, and SEND your articles and then see yourself 


in 


PRINT! 


KWH. 




W.A.C.E. BITMAPS 








































W.A.C.E. BITMAPS 








































TAPE TOPICS 




GET YOUR 
HEAD STRAIGHT 

The line on alignment 


One of the most misunderstood things 
about die poor litde 410 cassette recorder 
is head alignment. Properly aligned 
heads tend to stay properly aligned, pro¬ 
vided the recorder isn’t physically moved 
around a lot. If you leave the recorder 
sitting in one spot, then the head align¬ 
ment should be good for a long, long 
time. 

I align the heads on any new 410/1010 
before 1 use the recorder for any critical 
CSAVEs. Then I check the alignment 
once or twice a year. So far, none of those 
that I personally aligned have drifted 
enough to justify realigning them. The 
oldest one has seen heavy use for almost 
two years now. This article will show you 
how to align the heads in your own re¬ 
corder. It is extremely easy once you 
know how. 

Service shops typically use some very 
expensive equipment when they align 
the heads on your recorder. The total 
cost of professional equipment could 
easily run into many hundreds of dollars. 
You can build your own head-alignment 
kit for under $50. The things you will 
need are readily available, once you 
know what to ask for. A head alignment 
kit usually consists of the following 
items: 

a. A special “test-tone” cassette. 

h. One very small Phillips screwdriver. 

c. An AC voltage measurement device 
(such as a DVM). 

d. Several small clip leads or connec¬ 
tor pins and some wire. 

First, let’s look at each of these com¬ 
ponents in more detail, along with what 


by CARL EVANS 

\ ' , -4^ 

to use to make up your kit, thcn l will 
show you how to align the heads in your 
410 (or 1010) recorder very quickly and 
simply. 

The most important item in your 
head-alignment kit is the test tape. A 
professional tape typically contains a 
perfectly aligned recording of a sine wave 
with a frequency somewhere between 
lKHz and 5KHz, or a special mix of 
such tones. I have seen tapes like that for 
home stereo systems that might cost you 
as much as $70. That is too much money 
for such a tape. Fortunately, I recently 
ran across an ad in a stereo hobbyist 
magazine for a head alignment tape sell¬ 
ing for $15.99. That is more along the 
lines of what I would consider reason¬ 
able. I got one of these tapes and tried 
it out on one of my 410 recorders. It 
worked like a charm! The tape is called 
the “GEO-TAPE” and is sold by Mobile 
Fidelity in Chatsworth, California. If 
you want to contact them, call (213) 
789-8440. 


I looked at the output of the tape on 
an oscilloscope to see what was really on 
it. The tape contains a recording of digi¬ 
tally synthesized “pink noise". In simple 
terms, this is a mixture of a lot of tones 
all set at a constant volume. This is nice. 
The problem with aligning your heads 
with a single audible tone is that you can 
set the heads for that tone but still lose 
the high-frequency signals. Actually, this 
is more important to music buffs, but in 
our case it means that we can align the 
recorder heads for both of the ATARI 
FSK tones in one fell swoop. 

The screwdriver, in this case, consists 
of one very small Phillips for adjusting 
the head screw. (A Phillips is also called 
a “cross-point” screwdriver). You can use 
any miniature-sized Phillips, but be care¬ 
ful. If the screwdriver is highly magne¬ 
tized, you could be causing yourself 
headaches. To test the screwdriver for 
excessive magnetism, touch the tip to a 
small paper dip and slowly lift the screws 
driver. If the end of the paper dip stays 
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on the table, then the screwdriver is not 
“too” magnetic. 

The wire can be any old small gauge 
wire, such as speaker wire. Multiple- 
strand wire is usually better than solid 
wire for this purpose. 

You will need either a special connec¬ 
tor or some wire to tap into the signal 
lines of the recorder. Those of you with 
the ATARI 400 model computer will 
have to use small stiff wire since you don’t 
have a monitor jack on your computer. 

You have two options with the ATARI 
800 and only one option with the 400. 
Lets look first at the one option that is 
common for both the 400 and the 800. 

"You can use alligator clips and con¬ 
nector pins (small stiff wire) to jump fc-- 
tween the pins on the recorder’s I/O con¬ 
nector and the proper pins in the I/O 
connector on the side of the computer. 
You can then make your measurements 
by attaching dip leads to the proper lines. 
The measurements will be taken from 
Pin 11 (“ + ”) and Pin 4 (ground). 

The pin configuration of the serial I/O 
port on the computer side looks like this: 


2 4 6 8 10 12 14 

• •••••• 

• ••••••• 

I 3 5 7 9 II 13 IS 


The configuration of the I/O plug 
from the recorder is, naturally, the mirror . 
image of this. To make our measure- > 
ments, it will be necessary to conned 
three wires. One wire goes from Pin A 
on the computer to Pin 4 into the 
recorder (this is the ground). One wire 
connects Pin 8 to Pin 8 (this is the wire 
that turns the motor on and off). The 
last wire connects Pin 11 and Pin 11 (this 
is the audio wire). 

We need to measure the voltage be¬ 
tween the wires connecting Pins U and 
Pins 4. Scrape through the insulation 
near the middle of each of these wires 
so you can take a reading with the leads 
from the DVM. This reading will give 
you the strength of the audio channel 
signal. The motor must be connected so 
the recorder can play the test tape. 

If you have an 800 model, you can 



bypass all this wire stuff by measuring 
at the “MONITOR” output plug located 
on the side of the computer. The “how¬ 
to” part of this article will go into fur¬ 
ther detail. You may want to get a DIN 
plug with bate-ended wires coming out 
of it, to make the job easier. See your J ' 
APX catalog for the 5-pin DIN connec¬ 
tor (APX-9002 for S2.49). 

The best AC-voltage measurement 
device to use would be a digital volt 
meter (DVM), but if you don’t have one 
of them, there are a number of other 
things you can use. You can use any type 
of AC-voltage meter. Or, you could use 
an oscilloscope. You can get these kinds 
of instruments at your local electronics 
store. It is also possible to crudely align 
the heads using your home stereo ampli¬ 
fier by making your measurements on 
the “VU” or “S” meter located on many 
amplifiers. If you have a good musical 
ear, then you could even use the audio 
playback coming through your TV 
speaker! 

You now have enough information to 
create your own head-alignment “kit”. 
Now comes the easy part: actually align¬ 
ing the heads. The following is a step- 
by-step way of doing it. 

HOW TO THE ALIGN THE 
RECORDER HEADS 

1. If you have an ATARI 400, insert 
jumper wires as discussed earlier be¬ 
tween the connectors on your recorder 
and your computer. You will make your 
measurements between Pin 11 (“ 4- ”) and 
Pin 4 (“—” or ground). 

If yoy have an ATARI 800, plug the 
recorder into the computer. You can 
measure the voltage between Pin 3 and 
Pin 2 of the Monitor output port. Pin 
3 is at upper left, and Pin 2 (ground) is 
at the bottom. A DIN plug makes this 


access easier. Connect Pin 3 to the + 
lead of your DVM, and Pin 2 to the 
minus, or ground on your DVM. 

When you have done this, insert the 
BASIC cartridge into your computer and 
• turn the computer on. Then POKE 
54018,52 and POKE 65,0. The first 
POKE turns on the cassette motor so you 
can playback the contents of the audio 
channel on a cassette. The second POKE 
makes sure you don’t get any noise from 
the digital channel. Now put the align¬ 
ment tape in the recorder and listen for 
the odd hiss it makes to verify that you 
are getting a reading on your meter or 
scope. If you are using your stereo, then 
make sure you can hear the tape noise 
over your speakers. When you are satis¬ 
fied that all of the connections are good, 
then POKE 54018,60 to turn the cassette 
motor back off. 

2. Now take a razor blade or some 
other thin flat instrument and gendy pry 
the label off of your recorder. This label 
is the one that says “REC PLAY RE¬ 
WIND” etc. When you have removed this 
thin metal plate, you will discover a Phil¬ 
lips head screw and a small hole. Ignore 
the screw and look down into the hole. 
You will see a tiny Phillips head screw 
inside the recorder. Now press the PLAY 
button on the recorder. Notice how the 
small screw moves toward the back of the 
recorder, almost, but not quite, out of 
reach. This is the screw yop will have to 
adjust. 

3. Press the STOP/EJECT button on 
the recorder. Now insert the GEO-TAPE 
(or other test tape) in the recorder and 
rewind the tape. Lighdy press the STOP/ 
EJECT button to reset the recorder 
switches. When you are all set, turn the 
computer on. Now POKE 54018,52 to 
turn .the cassette motor on and POKE 

continued on next page 
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65,0 to disable any input sounds from 
the digital track. (The GEO-TAPE has 
pink noise on both stereo tracks with the 
two signals beingexactly 180 degrees out 
of phase with one another.) 

4. When the test tone starts up, notice 
the reading on the DVM and write the 
voltage down. When you have got a good 
feel for the average voltage level, then re¬ 
wind the tape and play the test tone 
again. 

5. This time, when you hear the test 


tone, try turning the head adjustment 
screw dock-wise atinylitdebit. It doesn’t 
take much. Look at the DVM reading. 
If the voltage level decreased, then turn 
the screw the other way. 

6. Repeat the screw adjustment, re¬ 
winding the tape as necessary, until you 
have found the point that'gives you a 
MAXIMUM reading. When you have 
found that point, the heads will be in 
proper alignment. 

7. The glue used under the label plate 


is probably dry and crusty, so you mosi 
likely will have to use some fresh glue tc 
stick the label back on your recorder. B< 
careful not to get glue down the adjust¬ 
ment hole! 

A few final words on aligning youi 
heads. Don’t do it more than once or 
.twice a year. The heads, once aligned 
properly, will stay aligned through many 
hundreds of hours of use. Don’t believe 
anyone who tells you anything different. 

0 



I have built an FSK-to-Digital Translator, 
and am advertising it in ANTIC (June, 
July, August, 1983). This allows me to 
SAVE and LOAD tapes with my Technics 
M24 stereo cassette deck rather than 
with my 410, and after working out the 
kinks I have recorded 100 programs and 
suffered no errors. Tbur readers may be 
interested in some of my discoveries 
enroute. 

Using my Translator, I still experi¬ 
enced occasional ERRORs 138,140 and 
143. I compared the digital and FSK 
waveforms and found they did match; 
therefore, the computer was somehow 
to blame. I checked the FSK signals 
(3995 hz and 5327 hz) coming from the 
computer and found them accurate to 
within 1/100 of one percent. Most of my 
errors were occurring at the beginning 
of CLOADs, so I suspected the initiali¬ 
zation sequence. 

I examined the programs I knew to be 
good and compared them to ones I knew 
were bad. On good tapes the leader 
signal was always 5327 hz, whereas the 
bad ones were a hissing combo of 3995 
and 5327 hz, with the 3995 hz signal 
dominant. This confused the computer 
and apparently caused the problems. 
Reviewing my programming practices, 


I found that using [SYSTEM RESET) 
had caused the problems. After a 
[RESET], the computer seems to lose its 
ability to begin a CSAVE routine with 
clean 5327 hz. 

Next I added an LED to my Translator 
to verify recording quality during 
CSAVE. Now, if you are in the process 
of recording and the LED indicates a bad 
load — you can dear the situation with¬ 
out turning off the computer. Press 
[BREAK], turn off your printer (or inter¬ 
face), type LPRINT [RETURN], rewind 
your tape and try the CSAVE again. The 
LPRINT dears the cassette buffer and 
resets the pointers correctly. 

Steve Wolfe 
Essence Peripheral 
Atlanta, GA 

1 am sure our readers will be very in¬ 
terested in your new FSK-to-Digital 
converter. The technical analysis and 
solutions you describe are also very 
interesting. ■ 


You’ve mentioned that no one markets 
an FSK to Digital Translator. I didn’t 
want to spend another $100 for the 410 
when I already owned two reasonable 
recorders; one stereo, the other mon¬ 
aural, so I designed and built my own 
interface. It allows me to use either a 
monaural or stereo player/recorder and 
is 410 compatible. The only restriction 
is that anything recorded on the audio 
channel interferes with the data channel 
when played back on a monaural, which 
is to be expected. 

Don Larson 

Denver, CO 

Yes I would like to see your FSK-to- 
Digital converter. I believe that there is 
one now on the market (see letter above). 

If you are not going to market the one 
you have, 1 suggest you write an article 
for us showing exactly what you did. We 
would be happy to publish such an 
article in this department. 
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